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Japanese; Patent Publication^ No ; Hei6-2.177 

' (Title" of . .the Invention] . Rotating Type Game Machine. 
[What is -Claimed is]. 
[Claim. 1] • ■ 

Aixotating "type game, machine comprising : 
. (a) main game means comprising' at least three pattern 
.reels- for displaying a suitable number of different patterns 
on/their circumferential faces, and. first drive devices 
provided; respectively to. the pattern reels for rotating the 
pattern, reels; 

(b) sub-game means comprising a rotator with a suitable 
number of different marks. displayed oh its surface, and a second 
drive device for rotating the rotator; 

• (c) first stop means for providing stop signals' 
individually to each of the first drive devices by a- human 
operation; 

, (d). first detectors for respectively detecting stop 
positions of the pattern reels when the rotations of the pattern 
reels: are stopped; . 

. (e). main game-judging. means for determining winning or. 
loss on ttie basis of detection signals from the first detectors 
and transmitting a start signal of thesubrgaroe when a specified ^ 
winning: combination of patterns. is hit; - 

\ (f) second stop means for providing a stop signal. to the 
second drive device by a. human operation; . 

(g.) a second detector for.. detecting a. stop position of 
the rotary when the. rotation thereof is stopped; 




(h) sub-game judging .means for judging winning/or loss., 
on-, the basis of a detection signal from the second detector; 
and 

.(i) hopper driving mean's- for driving a hopper to pay 
"dividend tokens, out when a signal ox the main game judging means 
-.or a signal of . the sub-game judging means is inputted. 
.[Detailed Description of the Invention] 
[Field qf Industrial Applicability] 

' The present invention relates to a rotating type game 
machine such as a slot machine in typical, and particularly 
relates to a rotating type -game. macnine realizing more 
interesting, games'. 
[Prior Art] 

A rotating type game machine such as a slot-machine 
usually comprises .three 'pattern reels with a number .of patterns 
displayed on their .circumferential surface respectively. The 
reels are rotated, and then stopped at random when the players 
pushes the stop buttons provided to each of the pattern reel. 
Then the winning is. judged according to the combination of 
patterns on predetermined winning lines . In the case of winning, 
a. predetermined number of tokens are paid back. 

Fig. 8 is a schematic front view of the above-described, 
conventional rotating, type game machine (Z) and Fig- 9 shows 
the winning lines, on a front panel (21) and the pattern reels 
seen from* reel windows. 

. The rotating type game machine (?) , which is also .calle.d. 
a slot machine, has a box housing wherein three pattern. reels 
:(!'), (2) (3), motors for. rotating, the reels,, arid-other control 



devices- are contained.'; A random 'sequence of> for example 
twenty-brie patterns- of. : seven kinds, is shown on the outer 
peripheral surf ace:' of each - of the pattern, reels (1);-, (2), (3.) .. 
:. Further, in. the upper, front panel (21) , reel .windows (22)' 
'permitting a player to see : tti&-p'atterns on the pattern reels 
• (I), (2) , (3) ; a -start" switch (10.) for rotating the pattern reels 
(H, [2), (3) ; stop: buttons (11), (12) > (13) for individually 
stopping. the rotations of 'the pattern reels (l),/(2); (3); a 
.token. slot 9 and line indicators (2.3) for indicating the 
positions and the. number of winning lines are. arranged. . 

. ih the game.iiaehinet : {Z) / there are five winning lines 
, corresponding to three columns of patterns on pattern reels (1) , 
(.2)-; (3T appearing in the reel windows (22) A predetermined 
number of winning lines on. the predetermined positions are 
selected mechanically from the above-mentioned five winning 
lines upon the number of 'the inserted tokens'. Specifically,, 
when .a player insert one token into the token slot (9), only 
the'ceritral line (!) is defined as :the winning line, when the 
number of the inserted. token is two, the. central line (I), upper 
iine^(IIa) and lower line '(lib) are defined as. the winning; lines; 
. when the number of- the inserted tokens is. three, five lines,, 
i.e.,. the central llneJlV,-.. upper line {I la)./ lower line. (lib) 
and slant lines (Ilia)-,, (IHb). are defined as the winning lines . 

Accordingly,, when the player plays a game with the game 
machine (Z) , one/ three or five winning lines are -selected, 
according to the number, of the- tokens inserted into the token 
slot. (9) by.the player, and the line indicators (23) are lighted 
on tp show the player the positions and the/number^ of the: winning 



lines'. Then,, the player pushes the start button: (10) to rotate 
the .pattern -reels: (1)/ (2), (3) thus starting the game. 
Thereafter, as shown in Fig. 10, when the stop buttons (11) (12) 
(13) are pushed at random order (201), the pattern reels (1) 

(2) (3) stop rotating, and when-a'11 the pattern reels (1) (2) 

(3) stop (202), the winning or loss is judged; upon the 
combinations of the stopped patterns on the winning lines (203) , 
and in the. case of winning, a predetermined number of tokens 

• are paid. (204) , This game is referred; to. as the. main game 
hereinafter.: 

The rotational speed of the pattern reels (1) (2) (3) is 
set to an extend that . the patterns on the outer, peripheral 
surfaces 1 of the reels are hard to be read clearly so .that the 
player has to push the stop button (11) (12) 113) at random in 
general cases while it is somewhat possible for a player to stop 
the pattern reels at. aiined. positions; There. fore, .such a kind 
of rotating type game machine can realize exci.ting'games since 
it stirs up the "speculative' spirit of- a player: 

In order, to further improve the level of the.' excitement 
of the . game, a continuous, accessory game is also provided to 
.be executed with one of the pattern reels' in. addition to the 
above-described main game. The continuous accessory game is 
usually called a small ■bonus game wherein" the .pattern reels are 
rotated and stopped one by one, and if one of the reels stops 
at a pattern which is designated as the target of the continuous 
accessory game, a predetermined nymber of tokens are paid. 

The continuous accessory game is designed to be. per formed 
by the operation of a built-in continuous accessory device when 



the combination of the patterns is a specif ied combination among- 
the; winning combinations, of the main. game." Further, a 
continuous accessory- increasing; device may be disposed to . 
. increase .the number of .times of the continuous accessory game 
...itself,- i.e.., to realize a Jp'i'g^cJn^us- game so as to make the. games' 
.' -more .exdi-ting. 

. [Pfbbienis to- be Solved by -the. Invention) 

/ . =Th j e conventional, game machine'. (Z). is/used widely as a game 
machine f or. playing- very Interesting, games since .it comprises 
both the contingency of the 'stopped positions of the. pattern 
reels and the. f eature that retires the . skill of a^ player to 
stop the reels at aimed positions. 

. .. On the basis of earnest .researches in respect, to game 
machines for realizing interesting games,, the present inventors 
found that more exciting games can be realized by using "means 
other than the pattern reels to provide the chances of the small, 
or big bonus game (referred to as accessory game hereinafter) 
when, a specified winning. combination of patterns is hit in the 
main-game 

. j : Th5e. present invention provides a' new rotating type game 
machine which is attained based on-th.e ; .above-mentioned f inding . 
[Means fbr Solving :the . Problems] , 

The rotating type game machine, of the present, invention 
wiil be 'described hereinafter with reference to Fig. .1: 

The rotating game machine according to the present 
invention comprises,: ' - - 

(a) main game means comprising. ;a.t. least three pa ttern 
reels (1) (2) (3) for displaying a suitable, number of different. 



patterns on their circumf erential' fa.ces> and first drive 
devices (5) (-6) (.7) provided respectively to' the pattern reels 
(1.) (2) (3) for rotating the' pattern reels (1) (2) (3) ; 

.(b) •sub-game means, comprising a rotator (81) with a 
suitable, number of dif ferenjynarfs' displayed -on its surface., 
and a iecond drive device (84) for rotating the rotator (81) / 

(c) first: stop means {11) (12) (13) for providing stop 
/signals individually to each of. the- first dlriye devices' 
(5) (6) (7) by a huMan operation;. *• . . ? 

. (d) first detectors (15) (16) (17) for respectively. , . 
^detecting stop positions- 'of the pattern reels (1) (2) (3) when 
the rotations of the pattern reels, are stopped;. 

(e) main game- judging means (31) for determining winning 
or loss on the basis of detection signals from the first 
detectors (15) (16) (17) arid transmitting a. start signal of the 
sub- game when a specif ied' winning combination of patterns is. 

.hit;' ' . . . 

: . if) second stop means .(14) for providing a stop signal 
: t6 the second drive- device (84) by a human. operation; 

(g) a seconddetector : (87) for detecting a stop. position 
of . the rotary when the .rotation thereof is stopped;. . 

: (h) sub-game judging .means (32) .for. judging winning or 
.loss oh the basis of a detection signal, from the s^cdncl. detector 

(87); and ■ \ 

(i) hopper driving means . (33). -for drxving.the hopper to 
pay. dividend tokens When a signal of the main game judging means 
(31) or a signal of the sub-game judging means is inputted. 
The rotator (81) may in: '^'..fora r that : -di'spiays figures 



- or patterns on its surface, for example, a disc showing .figures 
.-or patterns circumferential!]/ .on its surface, a reel showing 

'figures br patterns on its outer, face, or . the . like . ' * 

. [Function] •' 

In! the present inventi^lC^hree pattern reels. (1) (2) (3) 
are rotated by the first drive devices (5) (6) (7) . . When the 
• first- stop means U1-) (12) (13). are operated. by a player- after 
the rotations-are started, the three pattern, reels (1).(2)(3) 
-stop at the positions corresponding to the timings of the stop 
Operations.. The. stop. positions of the pattern reels (i) (2) (30 
are, detected respectively by the first detectors (15(16) 11.7) -. 

Then, when one main game is finished, the main game 
. judging means (31) determines;, on the basis of the stop signals 
"from the first detectors .(15) (16) (17), whether the stopped 
patterns of the pattern reels (1) (2) (3) are in wining ' 
combinations, and transmits a start signal of the sub-game when- 
a specified winning combination is hit; 

The sub-game is started with the. starting of . the rotation 
of the rotary (81) based, on the start signal . The rotation of 
irotkry (81) is stopped by. the. operation of the; second .stop means 
( 14) , and the sub^game judging means (32 ) judges whether the 
marks displayed when the- rotation is stopped -have a combinat ion 
deemed to win . When an ordinary winning is hit in the main game, 
the hopper drive means (33) operates at this point of time to 
pay the dividend tokens thus finishing the game without moving 
to the sub-game. In the', case of a specified winning being hit 
in the main- game; the diviciend token for the. main game is paid 
and the game is transferred , to the sub-game When the. prize 



is also gained in the sub-game, a continuous accessory device 
or a continuous accessory increasing device operates at this 
moment to allow the player to enjoy a small- of a big bonus game. 
If no prize is gained in. the main game , the game is finished 
without: any dividend tbken..pa-iif,' and if no prize is gained in 
the sub-game, the game is finished as it is and the machine 
returns to the. initial state- 

( Embodiment)' ' _•" 

The embodiments: of the present invention will be 

"described hereinafter. . 

Fig. 1 is a view for explaining the functions of the 
invention; Fig. 2a shows a front panel of the rotating type game 
machine according to Embodiment 1 of' the present: invention; Fig: 
2b to 2d are front views of a main element of a disk forming 
the rotator; Fig.' 3' is an electric circuit diagram of Embodiment 
l; .Fig. 4 is a flow, chart -showing the content of the. game, in 
Embodiment. 1;. Fig. 5 i^ a flow chart showing the content of the 
game ^Embodiment 2; Fig. 6. is. a flow chart showing the content 
of the game in Embodiment^; and Fig. 1 is' a view, for explaining 
a sub-reel as f he rotator of. Embodiment 4 . ; 

Embodiment . 1 . • . ' • ■ 

, In Fig. 2a,. (.21). .is; the front panel of , a slot machine 
according to the present. embodiment. Three reel windows (22) 
are arranged at the center, of the front panel (21), and three 
rows of the patterns on the pattern reels (D (2) (3) .for the mam 
..game- can be seen from these windows . The patterns (for example 
twenty-one patterns, of seven different designs) are displayed 
rooms defined at the same pitch on the.outer peripheral 



in 



. surfaces ' of the: reels.- T.he /pattern .reels (1) (2) (.3) are 
supported by a frame in the main body/ and stepping motors 
(5) (.6); (7) acting as the ..first drive; devices are connected , 
respectively to the rotation axis of the reels- DC motors, AC 
motors or the: like can also be^sed as the first drive devices. 
(i), (Jial, (lib) , (Ilia). and (illb) are the winning lines, and 
thfeir directing lines are . displayed on .the reel windows (22) . 

Further, in the upper portion of the front panel (21), 
a disk (=81) is arranged as the rotator for the sub-game . The 
disk (81) is supported by the frame. in the main body, and a 
stepping motor (84) acting.as ■ the second drive device is 
connected to the rotation axis of. the rotator. A DC motor an 5 
AG.mptor/can alsb :be used as -the second drive device. 

The disk (81), is. formed -to "ha vie small rooms defined 
circumferentially on the disk surface wherein some of the .rooms 
are- filled;out with figures from 1 to* 12 respectively while the. 
others are blank as shown in Fig. 2b.. Alternatively, single 
circles; and double circles are. displayed instead of the figures 
as shown in Fig: 2c, or the patterns nuch as crowns or starts 
are displayed, instead of the circles.' - 

A stop marker. (71) fbr indicating ; only. one figure or one 
pattern/is provided to the upper portion of the disk (81) Since 
probability of winning the sub-game is determined by the ratio 
of, the. winning marks to the total number of the small rooms, 
the humber.of the winning marks niay.be determined in accordance 
with the probability of winning to be set. For example, in the 
qase of the disk as shown in Fig. 2b, the odd numbers displayed 
in six rooms are assigned to the cqntinuous accessory winning, 



/.the eveq rtuniber.ih.six rooms the continuous accessory increasing 
winning; and eight blank rooms the loss. Further, in the case 
of the, disk ;as shown in Fig- 2c, the. single circles displayed 
i'n.'six rooms are assigned to the continuous, accessory winning, 
the double circles in six rooms^the continuous accessory 
.increasing winning, and eight blank rooms the loss: 

The disk {81) in the description hereinafter refers to 
; the*, disk : -ish6wn- te^ig. : '2b>\. : and : the disk, (81) shown in Fig. 2 c 
. 3houid.be . understood, similarly..:. ." : \r - 

"In addition to the. above-mentioned elements on the front 
panel (21), it further contains a jackpot display (2.4 > for 
indicating the number of the tokens to be paid for winning; a 
tokerl 1 slot (9) to which. a predetermined number of tokens are 
inserted, for every, game; a start/switch (10) for actuating. the 
jDatternlrqels, stbp.buttpns (11) (12), (13) respectively provided 
to the 'pattern reels (1) (-2) (3) for stopping the rotations ^of, 
;the ; pattern reels; and a stop button (14) for stopping the disk 

(8i) ; , :' v ; , " 

Next, the electric circuit is described with reference 
to Fig. 3. 30 is a microcomputer for controlling entirely, the 
slot machine. The microcomputer (30)' : performs necessary 
Vcomparisoh and judgment so as to/progress the game:; - The • 
/microcomputer (3Q) comprises a CPU' for output ting the results . 
of the comparison and the judgment as control signals; a program 
for determine the procedures of the comparison/ judgment in the 
CPU and the execution sequence thereof; ROM for storing the 
combination data of the stopped winning patterns and stopped 
winning figures necessary for determining the winning of the 



• main game and the sub game.;' RAM.fpr storing other, data; an input 
•■' port (35) for timing external signals and internal, signals' and 
. selecting input and butput signals; andean output port (36) for 

• putputtrng control signals'- : ". 

The stepping motors - (5JJ£K7"j are connected to the output 
port (35) via a drive circuit !( 38) When a. pulse control signal' 
; is. transmitted, from CPU, a drive . signal- is transmitted from the 
drive circuit (38). to rotate the stepping motors (5) (6). (7) 

The start switch (10)., stop buttons (11) (12) (13) , 
position detecting sensors (15 (16) : (17) and token detector (41) 
are connected to the input;port (.36).. An actuation circuit' (47) 
and a stop circuit (48) are respectively mounted in. the signal 
line of the start switch (10) and the signal line of the stop 
buttons (11) (12) (13).. The position detecting sensors. 
(15). (16) (17) detect a reset signal portion provided pri.each of 
the circumference of the pkttern reels (1) (?) (3) , and they are^ 
formed by r for exampile' .photosensors to transmit reset signals 
once a. rotation of the pattern reels (1) (2) (3) 

... The token detegtbr: (4.1) detects the insert of. tokens to 
the -token slot (9) and the': number of the inserted, token. A 
microswitch or a.phptps.ensor is used as the token detector (41) . 

The stepping .motor (84) for rotating the disk (81) is 
connected between the output port (35). and the input .port (36) . 
The stepping motor (84) rotates upon a drive signal transmitted 
from a drive circuit (39) .when, a control signal is .transmitted 
:frbm CPU. When the drive signal is stopped by pushing, the stop 
button (14), the stepping motor (84) stops rotating. The 
position detecting- sensor (87) is formed, for example . by, a 



photosensor, to. detect .a reset signal provided oh one place of. 
the- circumference of the disk (81) and transmits, a reset signal 
once a rotation of the disk (81) . 

Further, the hopper (42) for paying the dividend, tokens 
when the player wins the game; a speaker (43) for. spreading 
melodies with different tones during the rotations of the 
pattern freeis (1) (2) (3) .and when the piayer wins the .game; and 
the jackpot "display (24) for indicating the number of the 
winning! tokens are connected to the output port (35) via the. 
drive circuits (44) (45) (46) respectively. 

In the. present embodiment/ when a player insert tokens 
to the token, slot . (9) in the ?tate that the power supply is on, 
the detecting signal. thereof is transmitted from the token 
detector (41) to CPU, then CPU turns the slot machine to. a working 
state and transmits a. drive signal to the speaker (43). to spread 
predetermined melody. 

In this state, when the player. :pushes : the start switch 

(10) , an- actuation signal is caught by CPU from which drive 
signals are transmitted simultaneously to the stepping motors 
(5) (6) (7)., and. the. .pattern- reels (1) (2) (3) start to rotate 
together. Thereafter:/ when the player pushes" the stop buttons 

(11) (12(13), stop, signals are caught by CPU, and the drive 
signals from CPU are stopped immediately, thus the .rotations 
of the pattern reels (1) (2) (3) are stopped, 

. Since the. stepping motors (5) (.6) (7) reacts agilely to the 
drive signals, they stop almost simultaneously with the action 
of pushing the button by the player Therefore, the player can 
freely select the order and the ihteryals of : the pushing 



operations of each of the stop buttons- (11).{12 (13). so as to stop 
the pattern reels (1) (2) (3) at desired positions, 

-.. The main : game: judging means {3i')-.and the sub-game judging 
means (3j2) can be realized by the software processing with the 
microcomputer (30) : 

The judgment of the winning of the main game is. per formed 
as, described hereinafter. CPU counts the niunber. of pulses of 
the driving signals during a period from the. point. of time when 
a final reset signal among the reset signals inputted from the 
position 1 detecting sensors (15). (16) (17.) at every rotation of 
the pattern. reels (1)' (2) (3) is inputted until. the transmissions 
of the. drive signais..tp the stepping .motors (5) (6) (7) are 
stopped due. to the : input of the stop signals. Since the number 
of the: pulses of the drive signals needed in rotating one room 
of the. pattern displayed-.on each of the pattern reels (1) (2) (3) 
is previously known, it is possible to judge- which rooms stop 
and appear in the reel window's (22) .on the basis of the counted 
number of pulse. Several kinds of coinbinations of patterns for 
winning .are stored, in a predetermined area of ROM for judging 
the. winniing or lp.ss . CPU compares the counted number of pulses 
as a'h index with the information in -ROM. If . the comparison 
results .shows the cdnformity, CPU determines that the player 
wins the -game and further determines the kinds of .the winning. 

"For judging the winning of the .sub^gaitie, the stopped 
figure on. the disk (81) is,: similar to the. case of the pattern 
reels (1) (2) (3) , detected in CPU on the basis of. the reset signal 
from the position detecting sensor, and it is. compared with the 
winning combination stored in ROM to Judge whether the player 



wins. or loses the game. 

.'" After, thie ; judgment s\of. the main game and the: sub-game, 
- a drive. signal is transmitted from GPU tp the hopper thus driving, 
the hopper. to pay tokens. 

■': The content of the gamejijvt-h'e..above-described embodiment 
will -fee! explained with reference to Fig. 4. .. 

When; a players. insert :tokens. to the- token slot (.9) in the 
state that*. power- supply Is turned on arid pushes the start button 
..: (1.6).',. the^p.atte.rn:..reels (1) (2) (3) begin, to rotate .thus the game 
is started (101). Thereafter, if the player pushes : the stop 
buttons i:{ 11) : ( 12). (13) at randprn (102) , the patterns reels stop 
at the positions corresponding to the /operations of. the. stop 
buttons thereof respectively.(103) . ; At this time, the winning 
/ judgment is carried out (104) , and. if the player does not. win 
the game, the .game is finished. . : 

In. the. embodiment shown in Fig. .4, the winnings of the 
continuous accessory and the continuous. accessory increase in 
a conventional game' machine, aire removed from. the main game in 
" the present embodiment . : The game is transferred. to the sub-game 
when a specific winhing is hit thus providing chances of. gaining 
the. prizes : pi the' Continuous accessory and continuous accessory 
. increase in the .sub-game.. When the specif ic winning, is hit, 
, the disk JBl|-be^i<tb\fatate"(105) thus .starting the sub-game. 
In the present embodiment, the dividend tokens for the specific 
winning is paid ;( 106.) after the sub-game starts," but, as a.matter 
of course, the tokens may be paid before the start of the sub-game, 
namely fight after the finish of the mam game. When the player 
pushes the stop button (1:4) (107) , the disk (81) stops rotating. 



'Then; it is judged by the microcomputer (30) that the.cqntinuous 
^ccessory.ihcrease (big bonus) is.gained if. the stopped figure 
is an even number, the continuous accessory (small bonus) is 
gained if the figure is an. odd number, and no prize is gained 
if the disk (81) stops at a blank room. (108) . If no prize is 
won in the sub-game; the game finishes immediately, while if 
;tiie : prizie is w6n>. the continuous accessory device, or the 
con tinubus* accessory increase, device operates to permit the 
player to enjoy the small, bonus game (109) or the big bonus game 

;^Tior/{-; v.';" ;vV 

Very interesting games can be played with the -above- 
mentioned embodiment since it comprises the main game expressed 
. byvthe steps (101). %6 (104) and the,.. sub-game expressed by. the 
steps: (105) to rilO) . as shown, in Fig. 4. 
Embodiment . 2 

Eijibpdiment 2 will be described. with reference to Fig... 5.. 
The portions in. respect to the main game are omitted in. Fig. 
5. since they are similar tq thbse. in Embodiment 1 .'" Fig. 5. shows 
, the -steps from stop : ( 104 ) in. Fig. ' 4V ''" 

In the present embodiment, the prize . for the continuoys 
accessory (small bonus) is remained in the main game, while only 
the prize for the continuous accessory increase (big bonus) can 
be gained in the sub-game.. Specifically, the. winning patterns. 
of;the continuous accessory increase ar£ eliminated from the 
.pattern reels (1) (2) (3) . / 

In this embodiment,, the disk , (81 J -shown in Fig. 2d is- 
preferable . Several small rooms are defined circumf erentially 
on the disk (81) ,• a suitable number of the rooms aire filled out 



with .a specific figure, for example "7," and the others are-blank. 
'^tf.-the\i:p6m-."With the figure "stops'- at the position of the stop 
<mark (~fi) t the prize is gained,: and" if .a. blank room stops at 

.the position of the stop mark. (71) , no prize is gained. The 
: patterns :such as a crown ma.yb<iTsed instead of the figure In. 

thVcas4 ;bf this disk, the probability' of winning the -sub-game . 

, is.- soi.; .. ' ; . ; , -~ 

-\The winning judgment of the . main game is carried out in 
step (104) When a predetermined.prize is gamed, the disk (81) 
rotates; (105) to start the sub-game, and at the same time the. 

.i'divideridt winning tokens are paid (106) ' i -Next, when the flayer 
pushes 'the stop button (14 ) { 10.1) / the disk (81) stops rotating, 
the-.winriing judgment of the. -sub:- game is performed, by the. 
microcomputer (30) . on .the basis of the. cpmbination of the 
stopped: figures- (108) . If the judgment shows the winning, the. 
big bonus game is performed (109) . ,.If the. judgment shows the 
loss, the game is finished. If the winning for the continuous 
accessory is hit according to the, judgment for the main game 

. .(104) , the dividend winning, tokens are. paid and the small bonus 
game- isi. performed. 
Efnbpdiment "3 

...... The present embodiment will be described With reference 

to Fig D 6. The portions in respect to the main, game are omitted 
in Fig . 6 since they are similar to those in Embodiment 1. . Fig 
6 shows the steps from stop* (104) in tig. 4 v . 

• Irt the present embodiment, 
accessory increase (big bonus) is remained in the main game, 
while only the prize for the continuous accessory (small bonus) 



may .be. gained in the ; sub-game. .Specifically, the winning 
••patterns", of the continuous accessory' are- eliminated from- the 
pattern; reels (1) (2) : ( 3 )'..-• .In this embodiment, the. disk' (81) 
shown in Fig. 2d is preferable and. the patterns such as a star 
./are .preferable .\ v^^? -. \ 

.' . The : winning judgment, of the main. .game is carried .out in 
step (04a) - When a predetermined prize is gained, the disk 
(81). rotates (105). to start the sub-game, and at the same time 
the dividend winning tokens are paid (106) , Then, when the 
player pushes the. s top button. (14 ) ,. the disk (.81) stops rotating, 
the winning judgment of the sub-game is performed by. the 
microcomputer (3.0) on the .basis of the 'combination of. the 
stopped.figur.es (108) . . If the judgment result shows the winning, 
the small bonus game is performed Ulp.J • If .the judgment, shows 
the loss, the game is finished. If the prize for the continuous 
accessory Increase is gainedaccording to the judgment of the 
main game in ; step (104 ), the dividend winning tokens are paid 
( i I i ) > and- the big bonus game is performed U12) 
Embodiment 4 

/ the present embodiment will be described with reference 
.to' Fig\ «7 . In thi? . embodiment, a sub-reel (82) is used as: the 
rotatoi: of the sub-game means'. The form of the sub^ireel (82) 
is almdk similar to that -'of the pattern reels (1) (?) (3) while 
•the size. may be smaller. Figures, or patterns are displayed on 
the circumferential face- of the sub-reel •;(82) , and portion 
-thereof appear in a reel window (72) . 

' : In the present embodiment . winning 

figure/of patterns stop a^ithre position of a stop mark :( 73) 



;. ; provided to- one side of the.reel window (72) , the judgment shows 

that the players wins. th.e : . game '. ■ 

Embodiment 5 . 

; In any of the above-described embodiments, the - 
^transmission of the : control signal to- the disk . (81) or the* 
/•-.sub-reel (82) is stopped by the i operation of a stop button (14) 
' - as shown in Fig. 1, while it .is. also, possible to transmit a Stop 

signal automatically when .a; predetermined period, of time (for 

• exampie. i2 to 3 seconds ) has "lap stop 

• button'.. ! ' ■ " ' '* " ' - • ; 

The present invention is not limited to the above - 
"•described embodiments but cah be various modifications within 
a scope not departing f rom the spirit of the present invention. . 
[Effect of the Invention]. 

According to the present invention, a player can enjoy, 
interesting games since he or. she can not only gain prizes in ." 
the main game but also have chance to play the sub-game. 
[Brief Description .of the invention] 

Fig; 1 is a view 'for explaining the functions of the 
invention; Fig. 2a shows a front.panel of the rotating type game 
machine according to Embodiment. i of the present invention; Fig. 
■2b : .to 2d are front views of a main 'element of sudisk as the 
rotator; Fig. 3 is an electric circuit diagram- of Embodiment 
1; Fig. 4 is a flow chart, showing the content of • the game;' in 
Embodiment 1, Fig< 5 is a flow chart showing the content of the 
game ln'Embodiment 2; Fig. 6 is a flow chart showing the content 
of the game in Embodiment 3; and Fi.g 0 7 is. a view for explaining 
a sub-reel as the. rotator in 




Embodiment 4.. 

[Explanation of Main Reference Numerals] . ■ . 

.:Vi) : (2) ;(3.).: : .pattern- : reel 
•H::\:M5M^ffl (B4); stepjjing motor • 

- til) ( 12:) (13) (14) stop b'Ut ton , 

(15) (16) (17) (87). position: detecting; sensor 

(30) : microcomputer' 

(31) : : main game judging means 

(32) i sub- game judging means 

(33) /? . Hopper . driving, means/- 
.<-:;>^;- : .V Aii) : poteen detector;.; 

, ' (<?) .: -hopper ; ; : ;. f * * 

=>Y; , ■ |&1).: disk •■ 

(82) 3 sub-reel ■ 
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